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VALIDATING A PLAYER'S REAL - WORLD in the game who is physically located in California and 
LOCATION USING ACTIVITY WITHIN A spoofing their device's location to make it appear like they 

PARALLEL - REALITY GAME are located in Vermont . 

5 

10 

15 

a 

CROSS - REFERENCE TO RELATED SUMMARY 
APPLICATIONS 

The above and other problems may be addressed by using 
This application is a continuation of co - pending U.S. player activity within a location - based parallel reality to 

patent application Ser . No. 16 / 041,707 filed on Jul . 20 , 2018 , game to validate the player's real - world location . On inter 
which claims the benefit of U.S. Provisional Patent Appli- acting with or coming in proximity to a location or object in 
cation 62 / 535,863 filed on Jul . 22 , 2017 ; both of which are the virtual world , the player's client device may validate that 
incorporated by reference . it is located at or near the corresponding real - world location 

using information available in the real world . This informa 
FIELD tion may be specific to the player or shared across a group 

of players ( e.g. , all players on a team , all players from a 
The present disclosure relates generally to location - based particular geographic area , all players worldwide , etc. ) . 

gaming , and more particularly , to a system and method for In one embodiment , a computer - implemented method for 
validating a player's real - world location based on activity providing access - controlled content in a parallel reality 
within a parallel reality game . 20 game includes providing game data to a client device . The 

game data includes a virtual - world location of an access 
BACKGROUND point that corresponds to a real - world location . The method 

also includes receiving a request to access the controlled 
A parallel reality game providing a shared virtual world content that includes a one - time password and indicates the 

that parallels at least a portion of the real world can host a 25 client device is in proximity to the real - world location 
variety of interactions that can attract a community of corresponding to the access point . The method further 
players . Providing a virtual world with a geography that includes validating the request to access the controlled 
parallels at least a portion of the real world allows players to content based on the one - time password and providing the 
navigate the virtual world by navigating the real world . access - controlled content to the client device ( assuming the 
Linking virtual elements in the virtual environment with real 30 request is validated ) . 
world objects , locations , and actions in the real world can Other exemplary implementations of the present disclo 
encourage players to travel to and notice features in the real sure are directed to systems , apparatus , non - transitory com 
world that the players would normally ignore . Providing puter - readable media , devices , and user interfaces for vali 
virtual elements in the same location in the virtual world as dating a player's a player's real - world location based on 
their counterpart real world objects and / or locations in the 35 activity in a location - based parallel reality game . 
real world increases the feeling that virtual elements are Aspects and advantages of various embodiments are 
hidden parts of the real world . described in the following description . Additional aspects 
A parallel reality game can include game features that and advantages may be apparent to one of skill in the art 

encourage players to interact in the virtual world , such as based on the description or may become apparent through 
through social interactions with other players in the virtual 40 practice of the embodiments . The accompanying drawings , 

which are incorporated in and constitute a part of this world and through various game objectives in the virtual 
world . Certain game features can be provided to more specification , illustrate various embodiments and , together 

with the description , serve to explain the related principles . closely link the parallel virtual world with the real world . A 
parallel reality game can also include game features that BRIEF DESCRIPTION OF THE DRAWINGS 
encourage players to interact simultaneously in the real 
world and the virtual world , for example by coming together Detailed discussion of embodiments directed to one of 
in a defined geographic area in the real world at a particular ordinary skill in the art are set forth in the specification , 
time and date , and while together in the real world interact- which makes reference to the appended figures , in which : 
ing with each other as well in the virtual world . FIG . 1 is a block diagram of a networked computing 

Technology exists that enables individuals to cause a environment in which a player's real - world location may be 
computing device to report its location as being different validated based on activity within a parallel reality game , 
than its true location , commonly referred to as “ spoofing ” according to one embodiment . 
the device's location . Players who use such technology in FIG . 2 depicts a representation of a virtual world having 
playing parallel reality games are similarly referred to as 55 a geography that parallels the real world , according to one 
" spoofers . ” These players can cause problems in these embodiment . 
games because spoofing a devices location enables access FIG . 3 depicts an exemplary game interface of a parallel 
to features and events that are intended to be limited a reality game , according to one embodiment . 
specific real - world location without physically being at that FIG . 4 is a server - client interaction diagram of a method 
location . This may cause players who make the effort to go 60 for linking real world activity with a parallel reality game , 
to the real - world location to feel disheartened and may give according to one embodiment . 
the spoofers an unfair advantage in the game over players FIG . 5 is a flowchart of a method for linking commercial 
who play the game as intended . Spoofing may also reduce activity with a parallel reality game , according to one 
the desirability of the parallel reality game to advertisers and embodiment . 
sponsors as spoofers need not visit any specific physical 65 FIG . 6 is a flowchart of a method for linking data 
location while playing the game . For example , there is little collection activity with a parallel reality game , according to 
value to a coffee shop in Vermont in appearing to a player one embodiment . 
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FIG . 7 is a block diagram illustrating the event module of increase the exposure of the business or other entity to 
FIG . 1 , according to one embodiment . players of the parallel reality game . 
FIG . 8 illustrates an example of a one - time password The game server hosting the parallel reality game can 

provided in the real world , according to one embodiment . modify , update , or add to game data stored in a game 
FIG . 9 is a flowchart of a method for enabling controlled 5 database associated with the parallel reality game to include ? 

access to game content , according to one embodiment . certain game features in the parallel reality game . Access 
FIG . 10 is a block diagram illustrating an example com- controlled game features can be included that are available 

puter suitable for use in the networked computing environ- only to players who meet certain criteria ( e.g. , ticket holders 
ment of FIG . 1 , according to one embodiment . for a special event at specified location and time , players 

10 who have participated in a particular promotional offer , 
DETAILED DESCRIPTION players who completed specified in - game tasks , or any other 

definable group ) . For instance , the game features can be 
Reference now will be made in detail to various embodi- linked with activities in the real world such that player 

ments , one or more examples of which are illustrated in the actions associated with the game features in the virtual 
drawings . Each example is provided by way of explanation 15 world can lead to or encourage commercial activity and / or 
of the embodiments , not limitation of the invention . In fact , data collection activity in the real world . 
it will be apparent to those skilled in the art that various As described previously , it may be desirable to ensure that 
modifications and variations can be made to the embodi- spoofers do not gain access to access - controlled game 
ments without departing from the scope or spirit of the features . Consequently , when a player requests access to an 
invention . For instance , features illustrated or described as 20 access - controlled game feature , additional steps may be 
part of one embodiment can be used with another embodi- taken to validate that the player is in fact at the correspond 
ment . Thus , it is intended that the present disclosure cover ing real - world location . Using in - game activity to validate 
such modifications and variations . real - world location according to aspects of the present 

Overview disclosure can have a technical effect of improving location 
A game server can host a parallel reality game having a 25 determination technology . It may also have the technical 

player gaming area that includes a virtual environment with effect of further enhancing the link between the parallel 
a geography that parallels at least a portion of the real world virtual world and the real world . 
geography . Players can navigate a range of coordinates Exemplary Location - Based Parallel Reality Gaming System 
defining a virtual space in the virtual world by navigating a A parallel reality game a location - based game having a 
range of geographic coordinates in the real world . In par- 30 virtual world geography that parallels at least a portion of the 
ticular , the positions of players can be monitored or tracked real world geography such that player movement and actions 
using , for instance , a positioning system ( e.g. a GPS system ) in the real world affect actions in the virtual world and vice 
associated with a player's mobile device . Player position versa . Those of ordinary skill in the art , using the disclosures 
information can be provided to a game server hosting the provided herein , will understand that the subject matter 
parallel reality game over a network and can be used by the 35 described is applicable in other situations where validating 
game server hosting the parallel reality game to update the location of a user is desirable . In addition , the inherent 
player locations in the virtual world . As a result , as the flexibility of computer - based systems allows for a great 
player continuously moves about in a range of coordinates variety of possible configurations , combinations , and divi 
in the real world , the player also continuously moves about sions of tasks and functionality between and among the 
in a range of coordinates in the parallel virtual world . 40 components of the system . For instance , the systems and 

The virtual world can include one or more virtual ele- methods according to aspects of the present disclosure can 
ments that are linked with real world landmarks / locations . be implemented using a single computing device or across 
For instance , the virtual world can include various virtual multiple computing devices ( e.g. , connected in a computer 
elements associated with landmarks , museums , works of art , network ) . 
libraries , or other areas of interest in the real world . The 45 FIG . 1 illustrates one embodiment of a networked com 
virtual elements linked with real world landmarks / locations puting environment 100 in which a player's real - world 
can provide the illusion that the virtual world is a hidden location may be validated based on activity within a parallel 
dimension of the real world that a player can interact with by reality game . The networked computing environment 100 
playing the parallel reality game . For instance , as players provides for the interaction of players in a virtual world 
navigate geographic coordinates in the real world , the play- 50 having a geography that parallels the real world . In particu 
ers can discover and interact with virtual elements provided lar , a geographic area in the real world can be linked or 
in the parallel virtual world . Various game objectives can mapped directly to a corresponding area in the virtual world . 
require players to interact with these virtual elements as part A player can move about in the virtual world by moving to 
of the parallel reality game . various geographic locations in the real world . For instance , 

To improve the link between the real world and the 55 a player's position in the real world can be tracked and used 
parallel virtual world , certain game features can be linked to update the player's position in the virtual world . Typi 
with real world activity , such as real world commercial cally , the player's position in the real world is determined by 
activity and / or real world data collection activity , to enhance finding the location of a client device 120 through which the 
the impact actions in the virtual world have on actions in the player is interacting with the virtual world and assuming the 
real world and vice versa , improving the user experience in 60 player is at the same ( or approximately the same ) location . 
the parallel reality game . Game features linked with com- For example , in various embodiments , the player may 
mercial activity in the real world can be included in the interact with a virtual element if the player's location in the 
parallel reality game such that player actions while playing real world is within a threshold distance ( e.g. , ten meters , 
the parallel reality game can encourage or incentivize com- twenty meters , etc. ) of the real - world location that corre 
mercial activity in the real world . Sponsors , advertises , 65 sponds to the location of the virtual element in the virtual 
businesses , and other entities can request certain game world . For convenience , various embodiments are described 
features to be included in the parallel reality game to with reference to the player's location ” but one of skill in 
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the art will appreciate that such references may refer to the 240. The interaction with the virtual element 230 can require 
location of the player's client device 120 . action in the real world , such as taking a photograph and / or 
FIG . 2 depicts a conceptual diagram of a virtual world 210 verifying , obtaining , or capturing other information about 

that parallels the real world 200 that can act as the game the landmark or object 240 associated with the virtual 
board for players of a parallel reality game , according to one 5 element 230 . 
embodiment . As illustrated , the virtual world 210 can Game objectives may require that players use one or more 
include a geography that parallels the geography of the real virtual items that are collected by the players in the location 
world 200. In particular , a range of coordinates defining a based game . For instance , the players may travel the virtual 
geographic area or space in the real world 200 is mapped to world seeking virtual items ( e.g. weapons , creatures , power 
a corresponding range of coordinates defining a virtual space 10 ups , or other items ) that can be useful for completing game 
in the virtual world 210. The range of coordinates in the real objectives . These virtual items can be found or collected by 
world 200 can be associated with a town , neighborhood , traveling to different locations in the real world or by 
city , campus , locale , a country , continent , the entire globe , or completing various actions in either the virtual world or the 
other geographic area . Each geographic coordinate in the real world . In the example shown in FIG . 2 , a player uses 
range of geographic coordinates is mapped to a correspond- 15 virtual items 232 to capture one or more virtual elements 
ing coordinate in a virtual space in the virtual world . 230. In particular , a player can deploy virtual items 232 at 
A player's position in the virtual world 210 corresponds locations in the virtual world 210 proximate or within the 

to the player's position in the real world 200. For instance , virtual elements 230. Deploying one or more virtual items 
the player A located at position 212 in the real world 200 has 232 in this manner can result in the capture of the virtual 
a corresponding position 222 in the virtual world 210. 20 element 230 for the particular player or for the team / faction 
Similarly , the player B located at position 214 in the real of the particular player . 
world has a corresponding position 224 in the virtual world . In one particular implementation , a player may have to 
As the players move about in a range of geographic coor- gather virtual energy as part of the parallel reality game . As 
dinates in the real world , the players also move about in the depicted in FIG . 2 , virtual energy 250 can be scattered at 
range of coordinates defining the virtual space in the virtual 25 different locations in the virtual world 210. A player can 
world 210. In particular , a positioning system associated collect the virtual energy 250 by traveling to the correspond 
with a mobile device carried by the player ( e.g. a GPS ing location of the virtual energy 250 in the actual world 
system ) can be used to track a player's position as the player 200. The virtual energy 250 can be used to power virtual 
navigates the range of geographic coordinates in the real items and / or to perform various game objectives in the 
world . Data associated with the player's position in the real 30 game . A player that loses all virtual energy 250 can be 
world 200 is used to update the player's position in the disconnected from the game . 
corresponding range of coordinates defining the virtual According to aspects of the present disclosure , the parallel 
space in the virtual world 210. In this manner , players can reality game can be a massive multi - player location - based 
navigate a continuous track in the range of coordinates game where every participant in the game shares the same 
defining the virtual space in the virtual world 210 by simply 35 virtual world . The players can be divided into separate teams 
traveling among the corresponding range of geographic or factions and can work together to achieve one or more 
coordinates in the real world 200 without having to check in game objectives , such as to capture or claim ownership of a 
or periodically update location information at specific dis- virtual element . In this manner , the parallel reality game can 
crete locations in the real world 200 . intrinsically be a social game that encourages cooperation 

The location - based game can include a plurality of game 40 among players within the game . Players from opposing 
objectives requiring players to travel to and / or interact with teams can work against each other ( or sometime collaborate 
various virtual elements and / or virtual objects scattered at to achieve mutual objectives ) during the parallel reality 
various virtual locations in the virtual world . A player can game . A player may use virtual items to attack or impede 
travel to these virtual locations by traveling to the corre- progress of players on opposing teams . 
sponding location of the virtual elements or objects in the 45 The parallel reality game can have various features to 
real world . For instance , a positioning system can continu- enhance and encourage game play within the parallel reality 
ously track the position of the player such that as the player game . For instance , players can accumulate a virtual cur 
continuously navigates the real world , the player also con- rency or another virtual reward that can be used throughout 
tinuously navigates the parallel virtual world . The player can the game ( e.g. , to purchase in - game items ) . Players can 
then interact with various virtual elements and / or objects at 50 advance through various levels as the players complete one 
the specific location to achieve or perform one or more game or more game objectives and gain experience within the 
objectives . game . In some embodiments , players can communicate with 

For example , a game objective can require players to one another through one or more communication interfaces 
capture or claim ownership of virtual elements 230 located provided in the game . Players can also obtain enhanced 
at various virtual locations in the virtual world 210. These 55 “ powers ” or virtual items that can be used to complete game 
virtual elements 230 can be linked to landmarks , geographic objectives within the game . Those of ordinary skill in the art , 
locations , or objects 240 in the real world 200. The real using the disclosures provided herein , should understand 
world landmarks or objects 240 can be works of art , monu- that various other game features can be included with the 
ments , buildings , businesses , libraries , museums , or other parallel reality game without deviating from the scope of the 
suitable real world landmarks or objects . To capture these 60 present disclosure . 
virtual elements 230 , a player must travel to the landmark or Referring back FIG . 1 , the networked computing envi 
geographic location 240 linked to the virtual elements 230 in ronment 100 uses a client - server architecture , where a game 
the real world and must perform any necessary interactions server 110 communicates with one or more clients 120 over 
with the virtual elements 230 in the virtual world 210. For a network 130 to provide a parallel reality game to players 
example , player AofFIG . 2 may have to travel to a landmark 65 at the clients . The networked computing environment also 
240 in the real world 200 in order to interact with or capture includes sponsor / advertiser systems 140 and business sys 
a virtual element 230 linked with that particular landmark tems 150. Although only one client 120 , sponsor / advertiser 
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140 , and business 150 are illustrated in FIG . 1 , any number database 115 that may be part of the game server 110 or 
of each can be connected to the game server 110 over the accessed remotely ( e.g. , the game database 115 may be a 
network 130. Furthermore , the networked computing envi- distributed database accessed via the network 130 ) . In other 
ronment 100 may contain different or additional elements embodiments , the game server 110 contains different and / or 
and functionality may be distributed between the clients 120 5 additional elements . In addition , the functions may be dis 
and the server 110 in a different manner than described tributed among the elements in a different manner than 
below . described . For instance , the game database 115 can be 

The game server 110 can be any computing device and integrated into the game server 110 . 
can include one or more processors and one or more The universal game module 112 hosts the parallel reality 
computer - readable media . The computer - readable media 10 game for all players and acts as the authoritative source for 
can store instructions which cause the processor to perform the current status of the parallel reality game for all players . 
operations . The game server 110 can include or can be in The universal game module 112 receives game data from 
communication with a game database 115. The game data- clients 120 ( e.g. player input , player position , player actions , 
base 115 stores game data used in the parallel reality game landmark information , etc. ) and incorporates the game data 
to be served or provided to the client ( s ) 120 over the network 15 received into the overall parallel reality game for all players 
130 . of the parallel reality game . The universal game module 112 

The game data stored in the game database 115 can can also manage the delivery of game data to the clients 120 
include : ( 1 ) data associated with the virtual world in the over the network 130 . 
parallel reality game ( e.g. imagery data used to render the The commercial game feature module 114 , in embodi 
virtual world on a display device , geographic coordinates of 20 ments where one is include , can be separate from or a part 
locations in the virtual world , etc. ) ; ( 2 ) data associated with of the universal game module 112. The commercial game 
players of the parallel reality game ( e.g. player information , feature module 114 can manage the inclusion of various 
player experience level , player currency , current player game features within the parallel reality game that are linked 
positions in the virtual world / real world , player energy level , with a commercial activity in the real world . For instance , 
player preferences , team information , faction information , 25 the commercial game feature module 114 can receive 
etc. ) ; ( 3 ) data associated with game objectives ( e.g. data requests from sponsors / advertisers 140 , businesses 150 , or 
associated with current game objectives , status of game other entities over network 130 ( via a network interface ) to 
objectives , past game objectives , future game objectives , include game features linked with commercial activity in the 
desired game objectives , etc. ) ; ( 4 ) data associated virtual parallel reality game . The commercial game feature module 
elements in the virtual world ( e.g. positions of virtual 30 114 can then arrange for the inclusion of these game features 
elements , types of virtual elements , game objectives asso- in the parallel reality game . Embodiments of the commercial 
ciated with virtual elements , corresponding actual world game feature module 114 are described in greater detail 
position information for virtual elements ; behavior of virtual below , with reference to FIG . 5 . 
elements , relevance of virtual elements etc. ) ; ( 5 ) data asso- The game server 110 can further include a data collection 
ciated with real world objects , landmarks , positions linked to 35 module 116. The data collection module 116 , in embodi 
virtual world elements ( e.g. location of real world objects / ments where one is included , can be separate from or a part 
landmarks , description of real world objects / landmarks , of the universal game module 112. The data collection 
relevance of virtual elements linked to real world objects , module 116 can manage the inclusion of various game 
etc. ) ; ( 6 ) Game status ( e.g. current number of players , features within the parallel reality game that are linked with 
current status of game objectives , player leaderboard , etc. ) ; 40 a data collection activity in the real world . For instance , the 
( 7 ) data associated with player actions / input ( e.g. current data collection module 116 can modify game data stored in 
player positions , past player positions , player moves , player the game database 115 to include game features linked with 
input , player queries , player communications , etc. ) ; and ( 8 ) data collection activity in the parallel reality game . The data 
any other data used , related to , or obtained during imple- collection module 116 can also analyze and data collected by 
mentation of the parallel reality game . The game data stored 45 players pursuant to the data collection activity and provide 
in the game database 115 can be populated either offline or the data for access by various platforms . Various embodi 
in real time by system administrators and / or by data received ments of the data collection module 116 are described in 
from users / players of the system 100 , such as from one or greater detail below , with reference to FIG . 6 . 
more clients 120 over the network 130 . The event module 118 manages player access to events in 

The game server 110 can be configured to receive requests 50 the parallel reality game . Although the term event is used for 
for game data from one or more clients 120 ( for instance via convenience , it should be appreciated that this term need not 
remote procedure calls ( RPCs ) ) and to respond to those refer to a specific event at a specific location or time . Rather , 
requests via the network 130. For instance , the game server it may refer to any provision of access - controlled game 
110 can encode game data in one or more data files and content where one or more access criteria are used to 
provide the data files to the client 120. In addition , the game 55 determine whether players may access that content . Such 
server 110 can be configured to receive game data ( e.g. content may be part of a larger parallel reality game that 
player positions , player actions , player input , etc. ) from one includes game content with less or no access control or may 
or more clients 120 via the network 130. For instance , the be a stand - alone , access controlled parallel reality game . 
client device 120 can be configured to periodically send Various embodiments of the event module 118 are described 
player input and other updates to the game server 110 , which 60 in greater detail below , with reference to FIGS . 7 through 9 . 
the game server 110 uses to update game data in the game A client 120 can be any portable computing device that 
database 115 to reflect any and all changed conditions for the can be used by a player to interface with the gaming system 
game . 100. For instance , a client 120 can be a wireless device , a 

In the embodiment shown , the server 110 includes a personal digital assistant ( PDA ) , portable gaming device , 
universal gaming module 112 , a commercial game feature 65 cellular phone , smart phone , tablet , navigation system , hand 
module 114 , a data collection module 116 , and an event held GPS system , wearable computing device , a display 
module 118. The game server 110 interacts with a game having one or more processors , or other such device . In 
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short , a client 120 can be any computer - device or system that reality game . The gaming module 125 can present a user 
can enable a player to interact with the game system 100 . interface on a display device associated with the client 120 

The client 120 can include one or more processors and that displays a virtual world ( e.g. renders imagery of the 
one or more computer - readable media . The computer - read- virtual world ) associated with the game and allows a user to 
able media can store instructions which cause the processor 5 interact in the virtual world to perform various game objec 
to perform operations . The client 120 can include various tives . The gaming module 125 can also control various other 
input / output devices for providing and receiving informa- outputs to allow a player to interact with the game without 
tion from a player , such as a display screen , touch screen , requiring the player to view a display screen . For instance , 
touch pad , data entry keys , speakers , and / or a microphone the gaming module 125 can control various audio , vibratory , 
suitable for voice recognition . The client 120 can further 10 or other notifications that allow the player to play the game 
include a network interface for providing communications without looking at the display screen . The gaming module 
over the network 130. A network interface can include any 125 can access game data received from the game server 110 
suitable components for interfacing with one more net- to provide an accurate representation of the game to the user . 
works , including for example , transmitters , receivers , ports , The gaming module 125 can receive and process player 
controllers , antennas , or other suitable components . 15 input and provide updates to the game server 110 over the 

Because the networked computing environment 100 pro- network 130 . 
vides a location - based game , the client 120 is preferably a The positioning device 128 can be any device or circuitry 
portable computing device that can be easily carried or for monitoring the position of the client 120. For example , 
otherwise transported with a player , such as a smartphone or the positioning device 128 can determine actual or relative 
tablet . In the embodiment shown in FIG . 1 , each client 120 20 position by using a satellite navigation positioning system 
includes a gaming module 125 and a positioning module ( e.g. a GPS system , a Galileo positioning system , the Global 
128. The client 120 is also shown as receiving a one - time Navigation satellite system ( GLONASS ) , the BeiDou Sat 
password ( OTP ) 170. The OTP 170 may provide access to ellite Navigation and Positioning system ) , an inertial navi 
access - controlled game content ( e.g. , special events hosted gation system , a dead reckoning system , based on IP 
at specific real - world location at specified times ) . The OTP 25 address , by using triangulation and / or proximity to cellular 
170 may be obtained by scanning a QR code , typing the towers or Wi - Fi hotspots , and / or other suitable techniques 
password into the client ( e.g. , using an on - screen keyboard ) , for determining position . 
or other appropriate forms of user input . The OTP 170 may As the player moves around with the client 120 in the real 
also be obtained automatically or semi - automatically by one world , the positioning device 128 tracks the position of the 
or more sensors of the client 120 , such as from an electro- 30 player and provides the player position information to the 
magnetic signal ( e.g. , emitted from a Bluetooth beacon ) , an gaming module 125. The gaming module 125 updates the 
audio signal ( e.g. , emitted by a speaker ) , or the like . In other player position in the virtual world associated with the game 
embodiments , the clients 120 may include different or based on the actual position of the player in the real world . 
additional elements . Thus , a player can interact with the virtual world simply by 

In another embodiment , the OTP 170 is generated by the 35 carrying or transporting the client 120 in the real world . In 
server 110 and provided to the client 120 via the network particular , the location of the player in the virtual world can 
130. Alternatively , the OTP 170 may be generated by a correspond to the location of the player in the real world . 
sponsor / advertiser 140 or business 150 ( e.g. , as a reward to The gaming module 125 can provide player position infor 
the player for making a purchase ) and sent to both the mation to the game server 110 over the network 130 such 
player's client 120 for use and to the server 110 so that the 40 that the universal gaming module 112 keeps track of all 
game provider knows the OTP is valid for gaining access to player positions throughout the game . It should be under 
corresponding game content . In either case , a representation stood that location information associated with a player is 
of the OTP 170 ( e.g. , a 2D barcode ) may be displayed by the utilized only if permission is granted after the player has 
client 120 and scanned by a scanner in the real world ( e.g. , been notified that location information of the player is to be 
in a store or check in booth at an event ) to gain access to 45 accessed and how the location information is to be utilized 
in - game content associated with the real - world location of in the context of the game ( e.g. to update player position in 
the scanner . Because the game provider may have direct or the virtual world ) . In addition , any location information 
indirect control of the scanner , this may provide strong associated with players will be stored and maintained in a 
validation of the player's location . In other embodiments , manner to protect player privacy . 
the client 120 may represent the OTP 170 in other ways , 50 The network 130 can be any type of communications 
such as transmitting it encoded in a Bluetooth signal , encod- network , such as a local area network ( e.g. intranet ) , wide 
ing it in an audio signal , encoding it in an infrared signal , or area network ( e.g. Internet ) , or some combination thereof . 
using any other appropriate method to communicate the The network can also include a direct connection between a 
OTP to a scanner or other device used to verify the OTP . client 120 and the game server 110. In general , communi 

The gaming module provides a player with an interface to 55 cation between the game server 110 and a client 120 can be 
participate in the parallel reality game . The game server 110 carried via a network interface using any type of wired 
transmits game data over the network 130 to the client 120 and / or wireless connection , using a variety of communica 
for use by the gaming module 125 at the client 120 to tion protocols ( e.g. TCP / IP , HTTP , SMTP , FTP ) , encodings 
provide local versions of the game to players at locations or formats ( e.g. HTML , XML , JSON ) , and / or protection 
remote from the game server 110. The server 110 can include 60 schemes ( e.g. VPN , secure HTTP , SSL ) . 
a network interface for providing communications over the The technology discussed herein makes reference to serv 
network 130. A network interface can include any suitable ers , databases , software applications , and other computer 
components for interfacing with one more networks , includ- based systems , as well as actions taken and information sent 
ing for example , transmitters , receivers , ports , controllers , to and from such systems . One of ordinary skill in the art 
antennas , or other suitable components . 65 will recognize that the inherent flexibility of computer - based 

The gaming module 125 executed by the client 120 systems allows for a great variety of possible configurations , 
provides an interface between a player and the parallel combinations , and divisions of tasks and functionality 
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between and among components . For instance , server pro- can be provided to the user , such as a vibratory notification 
cesses discussed herein may be implemented using a single or other suitable notifications or signals . 
server or multiple servers working in combination . Data- Those of ordinary skill in the art , using the disclosures 
bases and applications may be implemented on a single provided herein , will appreciate that numerous game inter 
system or distributed across multiple systems . Distributed 5 face configurations and underlying functionalities will be 
components may operate sequentially or in parallel . apparent in light of this disclosure . The present disclosure is 

In addition , in situations in which the systems and meth not intended to be limited to any one particular configura 
tion . ods discussed herein access and analyze personal informa 

tion about users , or make use of personal information , such Exemplary Client - Server Flow Diagram 
as location information , the users may be provided with an FIG . 4 depicts a client - server flow diagram of a method 

400 for linking real world activity with a parallel reality opportunity to control whether programs or features collect 
the information and control whether and / or how to receive game , according to one embodiment . The method 400 can be 

implemented using any suitable computing system , such as content from the system or other application . No such the client - server arrangement of the system 100 of FIG . 1. In information or data is collected or used until the user has 15 addition , although FIG . 4 depicts steps performed in a been provided meaningful notice of what information is to particular order for purposes of illustration and discussion , 
be collected and how the information is used . The informa the methods discussed herein are not limited to any particu 
tion is not collected or used unless the user provides consent , lar order or arrangement . One skilled in the art , using the 
which can be revoked or modified by the user at any time . disclosures provided herein , will appreciate that various 
Thus , the user can have control over how information is 20 steps of the methods disclosed herein can be omitted , 
collected about the user and used by the application or rearranged , combined , and / or adapted in various ways with 
system . In addition , certain information or data can be out deviating from the scope of the present disclosure . The 
treated in one or more ways before it is stored or used , so that methods may also include different or additional steps . 
personally identifiable information is removed . For In the embodiment shown in FIG . 4 , the method 400 
example , a user's identity may be treated so that no person- 25 begins at 402 with a server hosting the parallel reality game 
ally identifiable information can be determined for the user . for a plurality of client devices . For instance , the game 
Exemplary Game Interface server 110 can host the parallel reality game for a plurality 
FIG . 3 depicts one embodiment of a game interface 300 of client devices 120 over the network 130. Players can 

that can be presented on a display of a client 120 as part of access the parallel reality game by communicating with the 
the interface between a player and the virtual world 210. The 30 game server 110 over the network 130 via one or more client 
game interface 300 includes a display window 310 that can devices 120. In this manner , the game server 110 may act as 
be used to display the virtual world 210 and various other an authoritative source of events for the parallel reality 
aspects of the game , such as player position 222 and the game . 
locations of virtual elements 230 , virtual items 232 and At 404 , the server can modify game data associated with 
virtual energy 250 in the virtual world 210. The user 35 the parallel reality game to include a game feature linked 
interface 300 can also display other information , such as with a real world activity in the game . For instance , the game 
game data information , game communications , player infor- server 110 can modify , update , or add game data to the game 
mation , and other information associated with the game . For database 115 such that a game feature linked with a real 
example , the user interface can display player information world activity is included in the parallel reality game . A 
315 , such as player name , experience level and other infor- 40 game feature linked with a real world activity can be any 
mation . The user interface 300 can include a menu 320 for game feature designed to incentivize or encourage activity 
accessing various game settings and other information asso- by players in the real world , including activities in the real 
ciated with the game . The user interface 300 can also include world not directly related to the overall game objective for 
a communications interface 330 that enables communica- the parallel reality game . In particular embodiments , the 
tions between the game system and the player and between 45 game feature linked with a real world activity can be a game 
one or more players of the parallel reality game . feature linked with a commercial activity in the real world 

According to aspects of the present disclosure , a player or a game feature linked with a data collection activity in the 
can interact with the parallel reality game by simply carrying real world . Exemplary game features linked with real world 
a client device 120 around in the real world . For instance , a activities , such as commercial activity in the real world 
player can play the game by simply accessing an application 50 and / or data collection activity in the real world , will be 
associated with the parallel reality game on a smartphone discussed in more detail below . 
and moving about in the real world with the smartphone . In At 406 , the server serves the parallel reality game , includ 
this regard , it is not necessary for the player to continuously ing the game feature linked with the real world activity , to 
view a visual representation of the virtual world on a display one or more client devices . For instance , the game server 110 
screen in order to play the location based game . As a result , 55 serves the parallel reality game , including the game feature 
the user interface 300 can include a plurality of non - visual linked with real world activity , to one or more client devices 
elements that allow a user to interact with the game . For 120 over the network 130. At 408 , a client device , such as 
instance , the game interface can provide audible notifica- client device 120 , receives the game data from the server 
tions to the player when the player is approaching a virtual including data associated with the game feature linked with 
element or object in the game or when an important event 60 the real world activity . The client device then presents the 
happens in the parallel reality game . A player can control parallel reality game , including the game feature linked with 
these audible notifications with audio control 340. Different the real world activity to a player 410. For instance , a client 
types of audible notifications can be provided to the user device 120 can display a visual representation of the virtual 
depending on the type of virtual element or event . The world . The virtual world can include the game feature , such 
audible notification can increase or decrease in frequency or 65 as a virtual element located at a specific location in the 
volume depending on a player's proximity to a virtual virtual world to encourage or incentivize player activity in 
element or object . Other non - visual notifications and signals the real world . 
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At 412 , the client device includes receiving data associ- advertisers 140 , businesses 150 , or other entities can provide 
ated with player interaction with the game feature . For request data to the game server 110 over the network 130 . 
instance , a client device 120 can receive data as a result of The request data can include a request for a specific or 
a player action directed the game feature in the parallel general game feature to be included in the game . The request 
reality game . The data associated with a player interaction 5 data can be submitted to the game server using a suitable 
can include data associated with a player navigating to a user interface , such as a web application hosted by the game 
location of a particular virtual element and interacting with server 110 or other computing device in communication 
the virtual element . As another example , the data associated with the game server 110 . 
with a player interaction can include data associated with a For instance , a sponsor , business or other entity can 
player taking actions to complete a game objective or task . 10 provide a request to a game server hosting a parallel reality 
As another example , the data associated with a player game over a network requesting that certain game features 
interaction can include data associated with a player using a linked with commercial activity in the real world be added 
power up or other enhanced power provided to a player as to the parallel reality game . The game server can analyze the 
part of the game feature linked with the real world activity . request and determine whether to add the requested game 
At 414 , the client device provides the data associated with 15 features to the game . The request can be part of an auction 
player interaction with the game feature to the server . or other suitable format for submitting requests for features . 

The data associated with the player interaction with the The request can also be provided to a manager , operator , or 
game feature can be received at the server 416. For instance , other individual associated with the parallel reality game . 
the game server 110 can receive the data associated with For instance , a sponsor / advertiser 140 , business 150 , or 
player interaction with the game feature from a client device 20 other entity can interface directly with an individual asso 
120 over the network 130. The server can then modify one ciated with the parallel reality game in person , over the 
or more game elements in the parallel reality game based on telephone , by email , or through other communication inter 
the data associated with the player interaction 418. For face . The individual associated with the parallel reality game 
instance , the game server 110 can update game data stored can then format the request and provide the request data to 
in the game database 115 associated with a player to record 25 a game server , such as game server 110 , associated with the 
the player's interaction with the game feature linked with the parallel reality game . 
real world activity . In addition , the server can update game Once the request for a game feature linked with a com 
data to provide a reward , such as a virtual reward suitable for mercial activity is received , the request can be analyzed to 
use in the parallel reality game , for interacting with the game identify game features linked with the commercial activity 
feature linked with the real world activity . The virtual 30 as shown at 504 in FIG . 5. For example , the request can be 
reward can include a virtual item , virtual energy , virtual analyzed to identify the number and type of game features 
currency , power up , enhanced power , experience points , or included in the request . The requested game features can 
any other suitable reward . also be analyzed to determine whether the particular feature 
Linking Commercial Activity with a Parallel Reality Game is suitable for addition to the parallel reality game during a 

FIG . 5 is a flowchart illustrating one embodiment of a 35 particular stage or phase of the game . 
method 500 for linking commercial activity with a parallel For example , referring to FIG . 1 , the commercial game 
reality game . The method 500 can be implemented using any feature module 114 associated with game server 110 can 
suitable computing device ( s ) , such as the game server 110 of analyze request data to identify suitable game features to be 
FIG . 1. In addition , although FIG . 5 depicts steps performed included in the game . The commercial game feature module 
in a particular order for purposes of illustration and discus- 40 114 can access predetermined criteria and compare the 
sion , the methods discussed herein are not limited to any request data to determine if the request data meets the 
particular order or arrangement . One skilled in the art , using predetermined criteria . The predetermined criteria can be 
the disclosures provided herein , will appreciate that various directed to the format , content , or other attributes of the 
steps of the methods disclosed herein can be omitted , requested game feature or the request data itself . 
rearranged , combined , and / or adapted in various ways with- 45 In a particular implementation , the commercial game 
out deviating from the scope of the present disclosure . The feature module 114 can periodically analyze all request data 
methods may also include different or additional steps . received and select which particular features to include at a 

In the embodiment shown in FIG . 5 , the method 500 particular stage or phase of the parallel reality game . For 
begins at 502 with receiving a request for a game feature instance , the commercial game feature module 114 can 
linked with a commercial activity to be included in the 50 enforce a limit on the number of game features linked with 
parallel reality game . The request can be for a game feature commercial activity that are included in the parallel reality 
to be included in the parallel reality game that is linked with game . In this manner , the commercial game feature module 
a commercial activity in the real world , such as any game 114 can manage the inclusion of requested game features in 
feature that can be used to increase or incentivize commer- the parallel reality game to prevent any requested game 
cial activity in the real world . For instance , the game feature 55 features from interfering with the overall theme , objectives , 
can be the location of a virtual element in the virtual world . or other attribute of the parallel reality game . 
In particular , the game feature can include locating a virtual At 506 , the method 500 can include modifying , updating , 
element in the virtual world at a location corresponding to or adding game data to include the requested game features . 
the location of a commercial activity in the real world to For instance , the commercial game feature module 114 can 
attract potential customers to the location of the commercial 60 manage game data stored in the game database 115 such that 
activity . Alternatively , the game feature can be linked with certain requested game features are included in the parallel 
the purchase of an object or service in the real world or can reality game . Updating the game data can include , for 
include providing a reward to a player that is suitable for use instance , locating virtual elements at specified locations in 
in a commercial transaction in the real world . the virtual world , providing virtual items and / or enhanced 

According to one aspect of the present disclosure , the 65 powers to specific players , associating tags or brands with 
request can be received from a remote computing device virtual elements in the virtual world , and / or implementing a 
over a network . For instance , as shown in FIG . 1 , sponsors / reward engine to distribute rewards suitable for commercial 
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transactions in the real world to players that attain certain This can increase exposure of a business and encourage 
achievements or complete specified game objectives in the commercial activity at a particular business or other entity in 
virtual world . the real world . 

At 508 , access to the parallel reality game with the For example , referring to FIG . 1 , a sponsor / advertiser 
requested game feature is provided to players of the parallel 5 140 , business 150 , or other entity can provide request data 
reality game . For instance , the game server 110 can host or over network 130 to game server 110 associated with a 
provide access to the parallel reality game with the requested request to locate a virtual element in the virtual world at a 
game feature to one or more clients 120 over the network location corresponding to the location of a commercial 
130. The requested game feature can be provided to all activity , such as a retail or other point of sale location , 
players of the parallel reality game or to selected players of 10 associated with the sponsor / advertiser 140 , business 150 , or 
the parallel reality game . other entity . The commercial game feature module 114 can 

analyze the request and update game data stored in the game In one implementation , the game feature can be accessed database 115 to include the virtual element in the virtual only by those players that are within a predefined radius world at a location corresponding to the location of com surrounding the location of the commercial activity linked 15 mercial activity in the real world . The commercial game 
with the game feature in the real world . For instance , the feature module 114 can also identify players within a 
game server 110 can continuously monitor the position of predefined radius of the commercial activity in the real 
players of the parallel reality game by receiving position world based on position information provided from clients 
information from clients 120 over the network 130. Based 120 over the network 130. The game server 110 can then 
on this position information , the game server 110 can 20 provide access to the parallel reality game with the requested 
identify players within a predefined radius of the commer- game feature to the identified players . The players having 
cial activity . The predefined radius can be set to any mag- access to the game feature would be encouraged or incen 
nitude . The game server 110 can provide access to the game tivized to travel to the location of the commercial activity in 
feature to only those players within the predefined radius . the real world in order to interact with the virtual element in 
At 510 the method 500 can include receiving player 25 the virtual world . 

interaction associated with game feature . The player inter Another exemplary game feature linked with commercial 
action can include a suitable interaction with the virtual activity in the real world can include linking game features , 
element located in the virtual world corresponding to a game objectives , or virtual items with the real world pur 
location of commercial activity , the use of an enhanced chase of items or services . In particular , the purchase of the 

30 real world items / services can provide enhanced powers , power or virtual item obtained through commercial activity , 
or other suitable interaction . Player interaction with the access to hidden or locked game elements , virtual items , 

virtual energy and / or other game features to a player . This game feature can be monitored and tracked , for instance , by can incentivize players to travel to the business or other the game server 110. This information can be periodically entity in the real world , purchase the item or service linked provided to the sponsor or other entity requesting the game 35 with the game feature , and spread word about the item or 
feature to allow the sponsor or other entity to track the value service among friends and other players of the parallel or effectiveness of the game feature in encouraging com reality game . mercial activity . For example , referring to FIG . 1 , a sponsor / advertiser 
Exemplary Game Features Linked with Commercial Activ- 140 , business 150 or other entity can send request data to the 
ity 40 game server 110 over the network 130 requesting that a real 

Exemplary game features linked with commercial activity world purchase of an item or service associated with the 
in the real world will now be discussed in detail . While sponsor / advertiser 140 , business 150 or other entity to 
exemplary game features will be discussed for purposes of trigger access to virtual items , enhanced powers , or other 
illustration and discussion , those of ordinary skill in the art , enhancement in the virtual world . The commercial game 
using the disclosures provided herein , should understand 45 feature module 114 can analyze the request and update game 
that the scope of the present disclosure includes any game data stored in the game database 115. To obtain or unlock the 
feature of a parallel reality game that can be used to enhanced powers virtual items , or the enhancements , a 
encourage , increase , or enhance commercial activity in the player will have to purchase the product or service linked 
real world . with the enhanced power or item . After the player makes the 
One exemplary game feature linked with commercial 50 purchase , the game server 110 can be notified of the pur 

activity in the real world includes locating a virtual element chase . 
in the virtual world at a location corresponding to the In one implementation , the player can input a code 
location of a commercial activity in the real world . The associated with the purchase of the item or service in a user 
virtual element can be any virtual element associated with interface associated with the parallel reality game . The code 
the parallel reality game , such as a virtual element associated 55 can be transmitted over the network 130 to the game server 
with a game objective , a virtual item used in the parallel 110 , which the game server 110 uses to unlock the enhance 
reality game , virtual energy that can be collected as part of ments for the player . In addition or in the alternative , the 
the parallel reality game , or other suitable virtual element . sponsor / advertiser 140 , business 150 or other entity can 
One or more game objectives can be associated with the notify the game server 110 of the purchase . 
virtual element to encourage players to interact with the 60 Once the game server 110 is notified of the purchase , the 
virtual element . To interact with the virtual element , players game server 110 can modify the game data stored in the 
of the parallel reality game will have to travel to the game database 115 to provide the player making the real 
corresponding location of the virtual element in the real world purchase enhanced powers , virtual items , access to 
world . As a result , locating a virtual element at a location in hidden areas , or other game features of value to the player . 
the virtual world corresponding to the location of commer- 65 In this manner , the player is encouraged to participate in 
cial activity in the real world can incentivize players to travel commercial activity in the real world in order to advance in 
to the location of the commercial activity in the real world . the virtual world . 
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Another exemplary game feature linked with commercial device ( s ) , such as the game server 110 of FIG . 1. In addition , 
activity in the real world involves the dispensing of rewards although FIG . 6 depicts steps performed in a particular order 
suitable for commercial transactions in the real world to for purposes of illustration and discussion , the methods 
players of the parallel reality game for certain achievements discussed herein are not limited to any particular order or 
or game objectives within the parallel reality game . For 5 arrangement . One skilled in the art , using the disclosures 
instance , the game server 110 can implement a rewards provided herein , will appreciate that various steps of the 
module ( e.g. , as a sub - module of the commercial same methods disclosed herein can be omitted , rearranged , com 
feature module 114 ) that tracks player progress and / or bined , and / or adapted in various ways without deviating 
achievement in the parallel reality game . Upon the achieve- from the scope of the present disclosure . The methods may 
ment of certain goals or the accomplishment of certain game 10 also include different or additional steps . 
objectives , the rewards module can provide the player with In the embodiment shown in FIG . 6 , the method 600 
a reward suitable for use in a commercial transaction in the begins at 602 with a server hosting the parallel reality game 
real world . for a plurality of client devices . For instance , the game 

For example , referring to FIG . 1 , a sponsor / advertiser server 110 can host the parallel reality game for a plurality 
140 , business 150 , or other entity can provide request data 15 of client devices 120 over the network 130. Players can 
over the network 130 to the game server requesting that the access the parallel reality game by communicating with the 
rewards module distribute a coupon or voucher to players game server 110 over the network 130 via one or more client 
that achieve a predetermined game objective or achieve- devices 120. At 604 , the method 600 includes modifying 
ment . The rewards module can monitor player progress in game data associated with the parallel reality game to 
the parallel reality game and provide the coupon or voucher 20 include a game feature linked with a data collection activity 
to the player upon completing a game objective or other in the real world . For instance , the data collation module 116 
achievement . The coupon or other voucher can be used by can manage game data stored in the game database 115 such 
the player as part of a real world commercial transaction . that certain game features linked with data collection activ 
The coupon or other voucher provides a real world item that ity are included in the parallel reality game . A game feature 
is of value to both the player and the business or other entity 25 linked with data collection activity in the real world can be 
based on actions that occur in the virtual world . As a result , any game feature that can directly and / or indirectly lead to 
the link between the virtual world and the real world is the collection of data about real world objects , features , or 
enhanced such that actions in the virtual world can lead to other information associated with the real world . 
rewards and increased commercial activity in the real world . An exemplary game feature directly linked with data 

Another exemplary game feature linked with commercial 30 collection activity can include a game objective or task in the 
activity in the real world can include the tagging or branding virtual world that involves acquiring information about the 
of virtual elements and / or virtual locations in the virtual real world and providing this information as a condition for 
world with brands / advertisements associated with a business completion of the game objective . For example , a game 
or other entity in the real world . For example , a business or objective associated with a virtual element can require a 
other entity can pay or arrange for certain brands or adver- 35 player to take a photo of a particular landmark , art object , 
tisements to be displayed in connection with virtual ele- store front , or other feature located in the real world at a 
ments or virtual locations in the virtual world . location in the real world corresponding to the location of 

For example , referring to FIG . 1 , a sponsor / advertiser the virtual element . In return for completing the game 
140 , business 150 , or other entity can provide request data objective , the player can receive a suitable reward , such as 
over the network 130 to the game server requesting that 40 a virtual reward suitable for use in the virtual world or a 
particular virtual items in the virtual world be tagged or reward suitable for use in the real world . For instance , the 
branded with a logo or other indicia associated with the reward can be in the form of virtual items / energy / currency 
sponsor / advertiser 140 , business , 150 , or other entity . The or other virtual elements . The virtual reward can also include 
rewards module can analyze the request and update game enabling some element of game play ( e.g. hidden tasks / 
data such that certain virtual elements are tagged or branded 45 items , power ups , etc. ) that may not be available to other 
in the virtual world . As players navigate the virtual world by players that do not interact with the game feature . 
traveling in the real world , players are exposed to the An exemplary game feature indirectly linked with data 
branding and / or advertising associated with tagged or collection activity can include placing virtual elements at 
branded virtual items in the virtual world at locations where particular locations in the virtual world so that actions 
the brand or advertising may not typically be available or 50 players take to interact with the virtual elements indirectly 
visible in the real world . As a result , the exposure of the reveal information about the real world . For instance , one 
business or other entity to players of the parallel reality game could place a virtual element in a park or hiking area . The 
can be increased , potentially leading to increased commer- game system could then track player movements in the park 
cial activity in the real world . or hiking area as part of the parallel reality game to allow the 
Linking Data Collection Activity with Parallel Reality Game 55 player to navigate the virtual world . By tracking the players 

Information in the real world is constantly changing . corresponding movements in the real world as the players 
Collection of data associated with the real world has many navigate the virtual world , information about the location of 
applications . For instance , updated data about the real world traversable paths in an the area can be collected . In addition , 
can be used to enhance or enrich data available online or in rate of movement of players in a particular area and / or the 
other platforms about real world locations , objects , features , 60 altitude of players can be monitored to infer terrain infor 
and other information . A parallel reality game having a mation associated with an area in the real world . 
virtual world that parallels the real world can be used to help At 606 , the method 600 includes serving the parallel 
gather information about the changing real world . reality game including the game feature to one or more client 
FIG . 6 depicts a flow diagram of a method 600 for linking fa devices used by players of the parallel reality game . For 

data collection activity in the real world with a parallel 65 instance , the game server 110 can provide game data asso 
reality game , according to one embodiment . The method ciated with the game feature to client devices 120 over the 
600 can be implemented using any suitable computing network 130. At 608 , the method 600 includes receiving data 
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collected by players pursuant to the data collection activity collection activity . The data collected by the player as a 
in the real world . For instance , the game server 110 can result of performing the data collection activity can be in the 
receive data collected associated with a real world object form of a photograph , a sound recording , textual informa 
pursuant to a game object or task within the parallel reality tion , or other suitable data ( e.g. the location of WiFi hot 
game . The collected data can include a photograph , a sound 5 spots , Bluetooth connections , etc. ) . The collected informa 
recording , textual information , or other data collected by the tion can be sent to the game server which can analyze and 
player , such as the locations of WiFi hotspots or Bluetooth use the data to improve data associated with the real world . 
connections . The improved data can then be made available for access by 

According to one particular implementation , the collected various platforms , such as search engines , encyclopedias , 
data can be position information associated with the player 10 geographic information systems ( e.g. maps services , virtual 
tracked by the game server 110 as the player interacts with globe services , etc. ) and other platforms . 
the game feature . For instance , the game feature linked with An exemplary game feature directly linked with data 
the data collection activity can include placement of a virtual collection activity can include a game objective or task in the 
element at a specific location in the virtual world . The game virtual world that involves acquiring information about the 
server 110 can monitor a user's position in the real world as 15 real world and providing this information as a condition for 
the user navigates the real world to travel to the correspond- completion of the game objective . For example , a game 
ing location of the virtual element in the virtual world . This objective associated with a virtual element can require a 
position information can be used to infer characteristics of player to take a photograph of a particular landmark , art 
the real world , such as the location of traversable paths in the object , store front , or other feature located in the real world 
real world , terrain information , location of specific object in 20 at a location corresponding to the location of a virtual 
the real world , and other information . element . In return for completing the game objective , the 

After receiving the data , the method 600 can include player can receive a suitable reward , such as a virtual reward 
modifying 610 ( e.g. updating , enriching , adding to , or other suitable for use in the virtual world or a reward suitable for 
suitable modification ) data associated with the real world use in the real world . For instance , the reward can be in the 
based on the collected data . For example , the data collected 25 form of virtual items / energy / currency or other virtual ele 
by the player pursuant to the data collection activity can be ments . The reward can also include enabling some element 
used to update information about real world objects , fea- of game play ( e.g. hidden tasks / items , power ups , enhanced 
tures , locations for later access by various platforms , such as powers ) that may not be available to other players that do not 
online search engines , encyclopedias , geographic informa- interact with the game feature . 
tion systems ( e.g. map information systems , virtual globe 30 An exemplary game feature indirectly linked with data 
information systems ) , etc. collection activity can include placing virtual elements at 
As multiple players interact with the game feature linked particular locations in the virtual world so that actions 

to data collection activity in the real world , the accuracy of players take to interact with the virtual elements indirectly 
the data collected can be increased . For example , if multiple reveal information about the real world . For instance , a 
players take a photograph of an art object from multiple 35 virtual object can be located in the virtual world at a location 
different angles , the photographs can be used to generate a corresponding to a park , hiking area , or other locale . By 
three dimensional and / or panoramic view of the art object . tracking player movements in the virtual world to navigate 

In addition , by knowing a player's location in the real to the virtual object , the game system can also track corre 
world at the time of the data collection action , position data sponding movements in the real world , providing an indi 
can be associated with the collected data to further enrich the 40 cation of the location of traversable paths in an the area . 
collected data . For example , if N players provide a photo- As multiple players interact with the game feature linked 
graph of an art object at a geographic position having with the data collection activity , the accuracy and extent of 
longitude X , latitude Y and one player provides a photo- collected data associated with the real world can be 
graph of the art object at a different geographic position of improved . For example , if multiple people take a picture of 
longitude Z , latitude W , it can be determined , for instance by 45 an art object or other feature , it is likely that the photographs 
the game server 110 or other computing device , that the will be taken from different angles . These different pictures 
actual location of the art object is near X , Y and not near Z , can be assembled to a get a three - dimensional and / or pan 
W. oramic view ( e.g. a street level image ) of the art object or 
One exemplary application of the modified real world other feature that would not be possible with just a single 

data includes updating data associated with the parallel 50 photograph . In addition , by knowing a player's location in 
reality game , such as data stored in the game database 115 . the real world at the time of the data collection action , 
In particular , data in the game database associated with real position data can be associated with the collected data to 
world objects linked to virtual features can be enriched further enrich the collected data . 
based on data collected pursuant to the data collection Validating a Player's Real World Location Using Activity 
activity . In this manner , the parallel reality game can be 55 within a Parallel Reality Game 
made to more closely conform to changing real world As described previously , the operator of a parallel reality 
conditions as identified by data collection activities linked to game may wish to control access to certain content in the 
game features in the parallel reality game . By providing a game . For example , a special event might be hosted in 
method for enriching game data associated with real world , specified location ( e.g. , a park or other public space ) in 
the link between the real and the virtual world can be 60 which special game content ( e.g. , special items , creatures , 
improved , providing an enhanced parallel reality for the and other elements ) may be available within the parallel 
parallel reality game . reality game to those players eligible to participate . Such an 

According to another exemplary embodiment of the pres- event may provide some players with an incentive to alter 
ent disclosure , the parallel reality game can include game the position information reported by positioning device 128 
features that are linked with data collection activities in the 65 to gaming module 125 to gain access to the special game 
real world . The game features can be directly linked with a content without travelling to the real - world location of the 
data collection activity or indirectly linked with a data event . 
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FIG . 7 illustrates one embodiment of the event module periodically update . Alternatively , the OTP 70 might be 
118 of FIG . 1 that manages and controls access to events in transmitted to the player's client device ( e.g. , from a Blu 
a parallel reality game . In the embodiment shown , the event etooth beacon ) . 
module 118 includes a check in module 710 , a location FIG . 8 illustrates an example of a ticket 800 providing a 
validation module 720 , a content provision module 730 , and 5 one - time password 170. Once the player obtains the ticket 
access data 740. In other embodiments , the event module 800 in the real world , the player can follow the instructions 
118 contains different and / or additional elements . In addi 810 on the ticket ( and / or within the parallel reality game user 
tion , the functions may be distributed among the elements in interface ) to input the code . In the embodiment shown , the 
a different manner than described . For instance , the event player may scan the 2D barcode 820 to enter the OTP 170 . 

10 The ticket 800 also provides the OTP 170 as an alphanu module 118 may be part of the universal game module 112 . meric code 830 that may be entered manually ( e.g. , if the The check in module 710 provides a way within the user player's client 120 has a broken camera or the 2D barcode interface of the parallel reality game for a player to check in will otherwise not scan cor correctly ) . to an event . In one embodiment , the check in module In other embodiments , the OTP 170 may be provided to updates the game data such that when the positioning device 15 the player in other ways . For example , the OTP 170 may be 128 of the player's client 120 indicates the player is at a painted on or carved into an object in the real world or told real - world location that corresponds to a location in the to the player verbally by an event organizer , etc. Alterna 
virtual world within a threshold distance from the event , a tively , the OTP 170 may be encoded in a signal that is 
virtual element is displayed in the virtual world with which detected by the client 120 such as a Bluetooth beacon signal , 
the player can interact to initiate the check in process . The 20 a particular audio pattern played by a speaker , or the like . 
virtual element may be a permanent ( or semi - permanent ) The OTP 170 may change periodically to reduce the like 
virtual element or a special virtual element that only exists lihood of player's not physically present at the location 
in the virtual world for the duration of the event . Further- being able to obtain a valid password ( e.g. , by having it sent 
more , other virtual elements in the vicinity of the event may to them by another person or a device at the location ) . 
be added , removed , or modified for the duration of the event . 25 Referring back to FIG . 7 , regardless of how it is entered 
For example , virtual elements that usually appear near the or detected , the client 120 provides the OTP 170 to the 
location of the event may be removed for the duration of the validation module 720 for validation of the player's loca 
event to discourage non - participating players ( e.g. , players tion . In one embodiment , the gaming module 125 of the 
who are not checked in ) from entering the area and creating player's client device 120 sends a request to check in to the 
over - crowding . Alternatively , some special virtual elements 30 game server 110 that includes the OTP 170 and the identity 
may be provided in the virtual world in proximity to the of the player ( e.g. , a player ID or device ID of the player's 
event for non - participating players to encourage social inter- client ) . The access data 740 may include a list of authorized 
actions . players ( e.g. , ticket holders ) along with a OTP 170 assigned 
As part of the check in process , the location validation to each . If the player is authorized and the OTP 170 received 

module 720 attempts to validate the player's location . In 35 from the player's client 120 matches the OTP assigned to the 
response to the player initiating the check in process ( e.g. , by player , then the location validation module 720 may autho 
interacting with a specified virtual element ) , the gaming rize the player to access the special content for the event . 
module 125 on the player's client 120 attempts to obtain a Alternatively , the OTP 170 may initially not be assigned to 
OTP 170. A OTP 170 may be provided to the player in the a player and the validation module 720 stores an association 
real world . For example , if the event is at a virtual location 40 between the player and the OTP ( e.g. , in the access data 740 ) 
corresponding to Grant Park in Chicago , players in such an in response to the check in request . In this way , the use of 
embodiment travel to Grant Park in the real world , where any given OTP 170 can be limited to use by a single player 
they obtain in the real world — a OTP 170. The password ( or a specified number of players , e.g. , five , ten , etc. ) . 
may be obtained from a person also located at the specified In some embodiments , the location validation module 720 
location , such as by obtaining a ticket or wristband . The 45 may take additional steps to confirm that the player is at the 
code can be transmitted over the network 130 to the game real world location indicated by the position data reported 
server 110 , which confirms that the one - time password is from the positioning device 128 of their client 120. For 
valid , e.g. , that it has not previously been redeemed , is valid example , as part of the check in process , the player may be 
at that time in that location , etc. , and then allows the player directed to turn on WiFi on their client 120 and connect to 
to access the virtual reward or features in question . Game 50 a specific wireless network ( e.g. , one provided by the event 
server 110 may store lists of valid one - time passwords and organizer ) before entering the OTP 170. Thus , the player 
their redemption status in game database 115 . may only be validated if a valid OTP 170 is submitted from 

Using a OTP 170 may also make the check in process a client 120 connected to the specified network . Similarly , 
smoother and less disruptive for players . Once a player has the location validation module 720 may compare an iden 
obtained their OTP 170 , the player may check in using their 55 tifier of the cell tower to which the client 120 is connected 
client 120 without the need for direct interaction with an when the OTP 170 is entered to determine whether it is 
event organizer or event staff . For example , for an event feasible that the client is located at the real - world location 
hosted in a public park , the player may just show up at the indicated by the position data . Such approaches may 
park , interact with a virtual element in the game to initiate increase the confidence level with which the player's loca 
the check in process , provide the OTP 170 , and gain access 60 tion can be validated . This can provide various advantages , 
to the special content for the event . Thus , there may be no including reducing spoofing within the parallel reality game 
need for the event organizer to manually check tickets , and allowing the game provider to demonstrate to sponsors / 
making it easier for players to come and go as they please . advertisers 140 and businesses 150 that players are visiting 
In one embodiment , the OTP 170 is dynamically generated desired locations due to the game . In some embodiments , the 
and is valid only for a short period of time ( e.g. , one minute ) . 65 game content available at a given location in the virtual 
For example , a representation the OTP 170 might be dis- world may depend on whether the player was successfully 
played on a screen in a check in area for the event and validated as being at the corresponding real - world location 
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( e.g. , because their client 120 is connected to a particular Next , client 120 receives 904 a request by the player to gain 
wireless network or cell tower ) . For example , a location- controlled access to the virtual world features . The request 
validated player may see additional or more valuable virtual in the illustrated embodiment includes a one - type password 
items than a non - validated player at the same location in the 730 that the player obtained as described above , for example 
virtual world . 5 in the form of a 2D barcode distributed at the real world 

Once a player's location has been validated , the location location . 
of the player reported by the positioning device 128 of the Client 120 validates 906 the access request by providing 
player's client 120 may be assumed to be accurate for a the one - time password and position data from positioning given period of time ( e.g. , an hour , the duration of the event , 
a day , etc. ) . Alternatively , the likelihood of a spoofing 10 whether the one - time password is valid and whether access device 128 to game server 110. Game server 110 confirms 
detection system determining the player's location is should be granted to the player according to the location , spoofed may be reduced . For example , the game server 110 
might generally apply a classifier to location data for players password , time , or any other parameters specified in game 
that outputs a probability that the location data is spoofed . If database 115 for controlling access to the virtual world 

features . Client 120 receives a validation response from the probability exceeds a threshold , the account may be 15 
tagged or otherwise labelled as spoofing and further action game server 110 and , if 908 the access request is validated , 
taken ( e.g. , further review , issuance of a suspension or ban , client 120 enables 910 access to the controlled virtual 
etc. ) . One or more weightings within the classifier or the content for the player . If 908 the access is not valid , a 
threshold may be adjusted for a player whose location has message indicating access was denied is sent 912 to the 
been validated for the given period of time . 20 player's client 120 and the player continues to see only the 
Assuming that the location validation module 720 autho- default features present at that location in the virtual world . 

rizes the player to access the event , the content provision In some instances , a player who is denied access may see 
module 730 provides the special content for the event for different features than those that are present by default at the 
display at the player's client 120. The special content may location . For example , a player who is denied access to the 
replace or supplement the default content for the location at 25 event features may see no virtual elements at all in the 
which the event is taking place . By requiring the use of a vicinity of the event for the duration of the event . A player 
one - time password 730 in the real world in conjunction with who is denied access may also be flagged for further review 
position data reported by positioning device 128 , the ability to determine whether they player was intentionally trying to 
of a player to misrepresent or spoof his location is signifi- gain access improperly and whether further action should be 
cantly reduced , thus helping to ensure that activity and 30 taken ( e.g. , a warning , suspension , or ban ) . 
location in the virtual world is consistent with that in the real Note that in various embodiments , parameters associated 
world . in game database 115 with the controlled access virtual 
Controlled Access to Virtual World Features world content may specify that the remaining aspects of 

In some embodiments , for example as described above , game data are preserved for players who gain access to the 
virtual rewards or enhancements may be available in the 35 controlled features . For example , achievements , scores , 
virtual world for players visiting the analogous location in equipment , or other gains , losses , or modifications accom 
the real world . As also described above , one - time passwords plished by a player while controlled access is enabled may 
may be used to confirm a player's real world location persist after controlled access is no longer available . In an 
actually corresponds to the player's virtual world location . alternative embodiment , player achievements and the like 

In one embodiment , an event may be created in the virtual 40 that take place within the controlled access environment do 
world , in which players are invited to assemble at a particu- not persist , such that upon exiting or losing access to the 
lar location , such as Grant Park in Chicago , and for the controlled access environment , the player's status is 
duration of the event , have access to enhancements , rewards , returned to the status quo ante . And in some embodiments , 
or other game features not normally present in the virtual a player's status upon entering the controlled environment 
world at that location . 45 may be different than his status in the remainder of the 
FIG . 9 illustrates a specific example method 900 of virtual world for example , if the controlled access virtual 

providing access - controlled game data , according to one world environment is a day - long contest for players to try 
embodiment . The method 900 can be implemented using out new game features with or against each other , the 
any suitable computing device ( s ) , such as the game server implementer may choose to set all players to the same initial 
110 of FIG . 1. In addition , although FIG . 9 depicts steps 50 starting abilities upon entry to the controlled environment , 
performed in a particular order for purposes of illustration and then , when the player exits , to return the player to the 
and discussion , the methods discussed herein are not limited status the player had just prior to entry , thus leaving no 
to any particular order or arrangement . One skilled in the art , permanent impact upon the player's condition . 
using the disclosures provided herein , will appreciate that In one embodiment , the OTPs 170 are split into groups , 
various steps of the methods disclosed herein can be omit- 55 thus dividing the players into groups based on the OTP 
ted , rearranged , combined , and / or adapted in various ways group from which their particular OTP came . The game 
without deviating from the scope of the present disclosure . content provided to each group of players may be different . 
The methods may also include different or additional steps . For example , different groups might see different types of 
When a player is near the controlled access location ( e.g. , virtual item , have virtual items spawn at different rates , or 

an event ) in the real world , game module 125 displays 902 60 experience other differences in the rules used to operate the 
virtual game data on client 120 , including the default fea- parallel reality game . This may provide a more interesting 
tures normally present at that location in the virtual world . and varied experience for the players ( e.g. , different groups 
Game module 125 also displays one or more access points may have different objectives and compete with other 
in the virtual world , which in one embodiment act as UI groups to complete their specified objectives ) . Variations 
features through which a player can gain access to the 65 between groups may also be used by the game provider to 
controlled virtual world features . For example , an access test how , on average , players respond to different game 
point may be labeled as a “ check in ” location , or the like . scenarios . For example , two groups of players may be 
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presented with different types of virtual items or tasks to “ machine - readable medium ” should be taken to include a 
determine which generates a greater level of player engage- single medium or multiple media ( e.g. , a centralized or 
ment . distributed database , or associated caches and servers ) able 
Example Computing System to store the instructions 1024. The term “ machine - readable 
FIG . 10 is a block diagram illustrating components of an 5 medium ” shall also be taken to include any medium that is 

example machine able to read instructions from a machine- capable of storing instructions 1024 for execution by the 
readable medium and execute them in a processor ( or machine and that cause the machine to perform any one or 
controller ) . Specifically , FIG . 10 shows a diagrammatic more of the methodologies disclosed herein . The term 
representation of a machine in the example form of a " machine - readable medium ” includes , but not be limited to , 
computer system 1000. The computer system 1000 can be 10 data repositories in the form of solid - state memories , optical 
used to execute instructions 1024 ( e.g. , program code or media , and magnetic media . 
software ) for causing the machine to perform any of the 
methodologies ( or processes ) described herein . The machine ADDITIONAL CONSIDERATIONS 
may operate as a standalone device or provide the described 
functionality in conjunction with other connected ( e.g. , 15 It will be appreciated that the term “ module ” refers to 
networked ) devices . The machine may operate in the capac- computer logic utilized to provide desired functionality . 
ity of a server or a client in a server - client network envi- Thus , a module can be implemented in hardware , firmware 
ronment , or as a peer machine in a peer - to - peer ( or distrib- and / or software controlling a general purpose processor . In 
uted ) network environment . one embodiment , the modules are program code files stored 

The machine may be a server computer , a client computer , 20 on the storage device , loaded into memory and executed by 
a personal computer ( PC ) , a tablet PC , a smartphone , a a processor or can be provided from computer program 
network router , or any other machine capable of executing products , for example computer executable instructions , that 
instructions 1024 ( sequential or otherwise ) that specify are stored in a tangible computer - readable storage medium 
actions to be taken by that machine . Further , while only a such as RAM hard disk or optical or magnetic media . 
single machine is illustrated , the term “ machine ” shall also 25 While the present subject matter has been described in 
be taken to include any collection of machines that indi- detail with respect to specific exemplary embodiments and 
vidually or jointly execute instructions 1024 to perform any methods thereof , it will be appreciated that those skilled in 
one or more of the methodologies discussed herein . the art , upon attaining an understanding of the foregoing 
The example computer system 1000 includes one or more may readily produce alterations to , variations of , and equiva 

processing units ( generally one or more processors 1002 ) . 30 lents to such embodiments . Accordingly , the scope of the 
The processor 1002 is , for example , a central processing unit present disclosure is by way of example rather than by way 
( CPU ) , a graphics processing unit ( GPU ) , a digital signal of limitation , and the subject disclosure does not preclude 
processor ( DSP ) , a controlle a state machine , one or more inclusion of such modifications , variations and / or additions 
application specific integrated circuits ( ASICs ) , one or more to the present subject matter as would be readily apparent to 
radio - frequency integrated circuits ( RFICs ) , or any combi- 35 one of ordinary skill in the art . 
nation of these . Any reference herein to a processor 1002 What is claimed is : 
may refer to a single processor or multiple processors . The 1. A computer - implemented method for providing gaming 
computer system 1000 also includes a main memory 1004 . content in a parallel - reality game , the method comprising : 
The computer system may include a storage unit 1016. The receiving , from a client device , a request to access con 
processor 1002 , memory 1004 , and the storage unit 1016 40 trolled gaming content available during a gaming event 
communicate via a bus 1008 . in the parallel - reality game , the gaming event sched 

In addition , the computer system 1000 can include a static uled over a time range and located at a real - world 
memory 1006 , a display driver 1010 ( e.g. , to drive a plasma location , the request including a real - world location of 
display panel ( PDP ) , a liquid crystal display ( LCD ) , or a the client device ; 
projector ) . The computer system 1000 may also include 45 determining whether the real - world location of the client 
alphanumeric input device 1012 ( e.g. , a keyboard ) , a cursor device is in proximity to the real - world location of the 
control device 1014 ( e.g. , a mouse , a trackball , a joystick , a gaming event associated with the controlled gaming 
motion sensor , a touchscreen , or other pointing instrument ) , content , the controlled gaming content being a subset 
a signal generation device 1018 ( e.g. , a speaker ) , and a of the provided gaming content in the parallel - reality 
network interface device 1020 , which also are configured to 50 game that is only accessible to players while at the 
communicate via the bus 1008. The computer system 1000 gaming event who validate one - time passwords ; 
may also include other input devices / sensors , such as a causing , when the determined real - world location of the 
microphone , camera , barometer , gyroscope , accelerometer , client device is in proximity to the real - world location 
etc. of the gaming event , the client device to display a 

The storage unit 1016 includes a machine - readable 55 virtual element in the parallel reality game and near the 
medium 1022 on which is stored instructions 1024 ( e.g. , real - world location , the virtual element requesting 
software ) embodying any one or more of the methodologies entry of a password using an entry method ; 
or functions described herein . The instructions 1024 may receiving , from the client device interacting with the 
also reside , completely or at least partially , within the main virtual element , a one - time password obtained via the 
memory 1004 or within the processor 1002 ( e.g. , within a 60 entry method ; 
processor's cache memory ) during execution thereof by the validating the one - time password ; and 
computer system 1000 , the main memory 1004 and the providing virtual elements of the controlled gaming con 
processor 1002 also constituting machine - readable media . tent to the client device during the scheduled time range 
The instructions 1024 may be transmitted or received over of the event and causing the client device to display the 
a network 130 via the network interface device 1020 . provided virtual elements of the controlled gaming 

While machine - readable medium 1022 is shown in an content in the parallel - reality game near the real - world 
example embodiment to be a single medium , the term location of the gaming event . 
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2. The method of claim 1 , wherein the one - time password identifying a player associated with the client device ; and 
is obtained by one of : querying a database to determine whether the one - time 

scanning a two - dimensional barcode by the client device ; password is valid for the player . 
receiving an alphanumeric code by the client device ; 9. The storage medium of claim 8 , wherein validating the 
detecting an acoustic signal by the client device ; and 5 one - time password further comprises : 
detecting an electromagnetic signal by the client device . receiving , from a third party system , an indication that the 
3. The method of claim 1 , wherein validating the one - time player has participated in a specified commercial activ password comprises : ity ; and identifying a player associated with the client device ; and storing , in response to the indication that the player has querying a database to determine whether the one - time 10 participated in the specified commercial activity , an password is valid for the player . 
4. The method of claim 3 , wherein validating the one - time association in the database between the player and the 

password further comprises : one - time password , wherein the association indicates 
receiving , from a third party system , an indication that the the one - time password is valid for the player . 

player has participated in a specified commercial activ- 15 10. The storage medium of claim 6 , wherein the con 
ity ; and trolled gaming content is provided in conjunction with 

storing , in response to the indication that the player has default content , the default content available to all players of 
participated in the specified commercial activity , an the parallel - reality game . 
association in the database between the player and the 11. A computer - implemented method for providing gam 
one - time password , wherein the association indicates 20 ing content in a parallel - reality game , the method compris 
the one - time password is valid for the player . ing : 

5. The method of claim 1 , wherein the controlled gaming receiving , from a client device , a request to access con 
content is provided in conjunction with default content , the trolled gaming content available during a ng event 
default content available to all players of the parallel - reality in the parallel - reality game , the gaming event sched 
game . uled over a time range and located at a real - world 

6. A non - transitory computer - readable storage medium location , the request including a real - world location of 
storing instructions for providing gaming content in a par the client device ; 
allel - reality game that , when executed by a processor , cause determining whether the real - world location of the client the processor to perform operations comprising : device is in proximity to the real - world location of the receiving , from a client device , a request to access con- 30 gaming event associated with the controlled gaming trolled gaming content available during a gaming event 

in the parallel - reality game , the gaming event sched content , the controlled gaming content being a subset 
of the provided gaming content in the parallel - reality uled over a time range and located at a real - world 

location , the request including a real - world location of game that is only accessible to players while at the 
the client device ; gaming event who validate one - time passwords ; 

determining whether the real - world location of the client causing , when the determined real - world location of the 
device is in proximity to the real - world location of the client device is in proximity to the real - world location 
gaming event associated with the controlled gaming of the gaming event , the client device to display a 

virtual element in the parallel reality game and near the content , the controlled gaming content being a subset 
of the provided gaming content in the parallel - reality 40 real - world location , the virtual element requesting 
game that is only accessible to players while at the entry of a password using an entry method ; 
gaming event who validate one - time passwords ; receiving , from the client device interacting with the 

causing , when the determined real - world location of the virtual element , a one - time password obtained via the 
client device is in proximity to the real - world location entry method ; 
of the gaming event , the client device to display a 45 validating the one - time password ; and 
virtual element in the parallel reality game and near the providing virtual elements of the controlled gaming con 
real - world location , the virtual element requesting tent to the client device during the scheduled time range 
entry of a password using an entry method ; of the event and causing the client device to display the 

receiving , from the client device interacting with the provided virtual elements of the controlled gaming 
virtual element , a one - time password obtained via the 50 content in the parallel - reality game near the real - world 
entry method ; location of the gaming event . 

12. The method of claim 11 , wherein the one - time pass validating the one - time password ; and 
providing virtual elements of the controlled gaming con word is a two - dimensional ( 2D ) barcode , and wherein the 

tent to the client device during the scheduled time range verification device scans the 2D barcode presented on a 
of the event and causing the client device to display the 55 display of the client device . 

13. The method of claim 11 , wherein the one - time pass provided virtual elements of the controlled gaming 
content in the parallel - reality game near the real - world word is an alphanumeric code . 
location of the gaming event . 14. The method of claim 11 , further comprising : 

7. The storage medium of claim 6 , wherein the one - time receiving , from a third party system , an indication that the 
password is obtained by one of : player has participated in a specified commercial activ 

scanning a two - dimensional barcode by the client device ; ity , 
receiving an alphanumeric code by the client device ; wherein providing the one - time password to the client 
detecting an acoustic signal by the client device ; and device is further responsive to the indication that the 
detecting an electromagnetic signal by the client device . player has participated in the specified commercial 
8. The storage medium of claim 6 , wherein validating the 65 activity . 

one - time password comprises : 
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